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ABSTRACT 
Aria Kusuma Wati. 2017. Stylistics for Video Games Analysis from Ludic Linguistics 
Perspectives. Thesis. English Letters Study Program, Islamic Education and Teacher 
Training Faculty.  
 
Advisor : Kurniawan, S.S, M.Hum. 
Key words : Ludic Linguistics, Adaptation, Video Games, Short Story, Style 
The Angel short story is one of popular fairy tales of Hans Christian Andersen. 
It is first published in Copenhagen on 11 November 1843 by C.A Reitzel in the first 
volume of the first collection of New Fairy Tales. This thesis discusses about ludic 
linguistics on video games adaptation made by students English Letters as IAIN 
Surakarta, 2016. The objectives are to determine the relationship between the 
symbiosis of diegetic and non-diegetic in the adaptive version of Andersen‘s short 
story The Angel, and the shift of the style of Andersen‘s short story The Angel into 
video games. 
This research applies ludic linguistics approach to analyze the symbiosis of 
diegetic and non-diegetic in the adaptive version of Andersen‘s short story The Angel. 
The researcher used a descriptive and contextual qualitative research design to 
achieve the goal of the study. In analyzing the data, the researcher used source 
triangulation to trustworthiness of the data, and also used ludic linguistics theory. 
Then, the researcher used adaptive version of Andersen‘s short story The Angel which 
has been judged by the expert to find the data. The expert is Mr. SF. Luthfie Arguby 
Purnomo, S.S., M.hum. After that, the researcher compiled those data. The last, the 
researcher analyzed the result.  
The research findings are found the data based on the short story of 
Andersen‘s The Angel and video games adaptation. In the Andersen‘s short story The 
Angel are found 68 data and consisted of 5 data showing mnemonic symbiosis and 63 
data showing hegemonic symbiosis. While in the video game adaptation, 162 data are 
found consisted of 48 data showing mnemonic symbiosis and 114 data showing 
hegemonic symbiosis. The presence of mnemonic symbiosis is the illustration of the 
non-diegetic elements. The non-diegetic elements as representation of the diegetic 
elements that suggest and support the diegetic elements. Meanwhile the presence of 
hegemonic symbiosis suggests that diegetic and non-diegetic elements are about 
conflict, an overpowering act. The medium which the overpowering act contributes to 
the tendency elements could be more dominant. In adaptation process from the 
Andersen‘s shorts story The Angel into video games, maker wants to transfer the 
concept of children literature from mnemonic symbiosis of illustration figure 1.2 into 
video games. It can transfer into video games but it is add and change the characters 
and also add their own story ideas. So the style of the short story of Andersen‘s The 
Angel experienced shifted when transfer into the style of video games. 
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CHAPTER I 
INTRODUCTION 
A. Background of The Study 
 Linguistics is the study of language. Language is one of the human basic 
needs and it can not be separated from their life. As social creatures, people need 
language to communicate and interact with the other to fulfill their needs. People 
create language by forming words which have meaning and can be understood to all 
people. People can express their ideas, share information and feelings directly or 
indirectly, in a form of spoken or written by using language. Nowadays, there are 
many ways to communication with the other due to the developments of technology. 
There are many media, whether electronic or printed media to share information and 
to keep in touch with the other. People can get the information about the development 
of the world and everything happens in a day from electronic and printed media. As a 
means of communication, both printed and electronic media hold an important role to 
the development of language.  
 Every language has different style, and it have many ways be used to learn 
the language. One of way is a fun way with language play. David Crystal (2007) 
states that ―language play or ludic linguistic explores a wide range of effects in both 
spoken and written language‖. In the case of video games, Lindley states (2005) that 
―the language function is as a means of communication possesses what is called ludic 
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value‖. Ludic language adds enjoyment in our lives but it is not only for joke because 
it has important function that plays as important education.  
 Language certain has style who being characteristic of writer‘s expression 
to describe their feelings, thought, or emotions, and it makes effect for the readers. 
The important thing to make story have to using emotions, because it is one of thing 
that make it more interesting and unique. The emotions of the author should be by 
specific language style. Every author has an authority to create their work with her 
own style. When two or more writers conduct the same topic or theme, the products 
will be different from others. It depends on the language aspect and their background 
social life. In addition, language has a style. Style in language learned by stylistics. 
Widdowson (1975: 3) claims:  
 
 
  
 Stylistics is not only in bringing out the linguistics features in a text, but to 
show their effects, the meaning and interpretation which then makes us know why a 
writer or speaks has employed such linguistic features. Short and Candlin (1989: 183) 
states that ―Stylistics is a linguistics approach to the study of the literary texts‖. It is 
simply a systematic study of style. As Lucas (1955: 9) states, ―Style is the effective 
use of language, especially in prose whether to make statements or to rouse 
emotions‖. People always use style language to express their feeling. It use of some 
author to make their literary work. The best language style can attract some the 
readers or listeners to keep on continuing to read or lo listener the work (story, poem, 
Stylistics can serve as a means whereby literature and language as subjects can, by 
a process of gradual approximation, move towards both linguistics and literary 
criticism, and also a means whereby these disciplines can be pedagogically treated 
to yield different subjects.  
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song, or novel), because the readers or listeners are excited by the strangeness of the 
style.  
 Style as generally is the combination of the way of people to express based 
on theirs clothes, talks, move their body, or to do anything for that matter. Simply 
put, it is how people express their inner being outwardly. This includes all of 
thoughts, emotions, interests, and values. Everything on the outside is merely a 
reflection of what‘s on the inside. Leech (1969) states that style is the way in which 
something is spoken, written or performed, narrowly interpreted, it refers to word use, 
sentence structures and figures of speech. From the citation, it can be explained that 
style is way to expressions, it can express by spoken, written or performed of people. 
In its most general interpretation, the word style has a fairly uncontroversial meaning. 
It refers to the way in which language is used in a given context, by a given person, 
for a given purpose, and so on. Leech and Short (1981:11) believe also that ―it is a 
selection from a total linguistic repertoire that constitutes a style‖. Style can be 
applied to both spoken and written, both literary and nonliterary varieties of language 
but by tradition, it is particularly associated with written literary texts. 
 The literary text work is also wide. As the times progressed, many experts 
research and create new literary work in the world such as novel, short story and also 
video game adaptations of a story. It has different style. The style in here is reflected 
in the form of short stories and video game. The style of short story is more 
displaying the texts than pictures. It is presented with a series of events compiled by 
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intrinsic and extrinsic elements. It is usually displays longer and more complex but 
comprising fewer number than novel. It is presented in the form of text or a book. 
While the style of video games are shows the form of static images, with narration 
and conversation to display each character. It is also equipped by good sound effects. 
Players can determine the appropriate selection of the ending itself, it is groovy and 
easy to understand. 
 Commonly, the stories are just adapted into a film, but actually it is 
adaptable into video games. Video games allow players to choose choices in playing 
the game. As Guitton (2012) states ―Video games allow players to engage in multiple 
possibilities of virtual narratives. In addition, there are many kinds of video games. 
One of them is visual novel. Visual novel is composed of images with text, sound, 
music and even voice to add more dramatic effects in the game. Cavallaro (2010:8) 
adds : 
The visual novel‘s devotion to studiously rendered backgrounds is replicated by 
the anime‘s consistent use of settings of autonomous artistic caliber. Dialogue 
boxes and sprites make occasional appearances in frames that allude self-
referentially to the show‘s affiliation with the visual novel. Additional self 
reflexive gestures consist of the inclusion of images that make explicit reference to 
the production process at the levels of both basic drawings and elaborate animation 
effects. 
 From the citation above, it can be explained that there are some important 
elements in visual novel. They are sound effects, background, images, text box, and 
characters. It is almost same as Sofyan (2006) who states that the most of visual novel 
have several storyline and several endings, this is determined by the players 
themselves when they given the option to determine the direction of the storyline. As 
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Geest (2014:3) states ―visual novel is a genre of video games that have little game 
play elements and focus on the storylines‖. It is prioritize the player‘s engagement 
with text and static graphics over dynamic spectacle, so anime programs based on 
visual novels ask the spectator to focus on the narrative weave and its collusion with 
images rather than breakneck action.  
In this thesis, the researcher uses adaptive version of Andersen‘s short story 
The Angel. It is made of student university of second semester‘s SPARRING 2016. 
SPARRING (student‘s peer learning for reading and writing) is a peer learning 
program designed for the students of English letters 2016. From SPARRING program 
the student university makes short story will adapted in video games. SPARRING is 
an activity of reading and writing skills that is held in semesters 1-3 for 12 meetings 
on a schedule that has been determined and agreed upon by the English Department 
of IAIN Surakarta. The group of SPARRING made a new story based on the original 
story from Andersen.  
Andersen‘s short story entitled The Angel, the short story would transferred 
into video games. The adaptive version of Andersen‘s short story The Angel, the 
researcher wanted to focus on the relationship between the symbiosis of diegetic and 
non-diegetic from ludic linguistics perspectives. Ludic linguistics is language in play. 
Ludic linguistics behavior is also a form of metalanguage. When playing with the 
language we reflect upon language, more or less consciously, more or less explicitly. 
As Crystal (1996) states that ludic linguistics is root from language play for 
humorous purposes. In regard to ludic linguistics, it is assumed that the language in 
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story-driven games functions narratively to unfold the sequential chapters of the story 
and it functions mechanically in gameplay-driven games. In the games have items 
which are shows in display called assets. In diegetic assets, linguistics units are 
explicitly presented while being implicit in non-diegetic assets.  
In this following example of Andersen‘s short story The Angel, the concept of 
―The Angel” based on diegetic and non-diegetic symbiosis are :  
(1)  Diegetic       : live in heaven, has wings, can fly, friendly, helping others and 
so on.  
―Whenever a good child dies, an angel of God comes down from heaven, 
takes the dead child in his arms, spreads out his great white wings, and flies 
with him over all the places which the child had loved during his life.” (Fairy 
Tales of Hans Christian Andersen: 20) 
Non-diegetic : poor sick boy, rose-bush, crutches, flower pot, seat near his 
bed.  
 
 
 
 
 
 
  
Figure 1.1  
Illustration of The Angel 
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From the example above, it explain that the concept of ―The Angel” based on 
diegetic symbiosis describe directly in the story. The reader can understand the 
concept of ―The Angel” based on the text. It sample take the first paragraph and first 
sentences of the fairy tales of Andersen‘s short story ―The Angel”. While the non-
diegetic symbiosis is does not explain directly in the story. The reader has to effort 
the concept of ―The Angel” itself from the picture that used to represent. It is use of 
figure 1.1 as the represent of ―The Angel” in the story. 
The subject of this research is an adaptation of Andersen‘s short story The 
Angel by student of English letters 2016 at IAIN Surakarta in SPARRING. They are 
takes a short story entitled The Angel because it is already known of most people 
especially for children. The Andersen‘s short story is also easy to understand, and it is 
not complex story. In the short story has one main character. While the other only for 
helping and supporting the main character. The main character in the story is The 
Angel itself. In the beginning of the short story, a child dead and an Angel carry up 
the dead child to heaven. Before they go to the heaven, the Angel stated that he wants 
to direct the dead child to gather some flowers. The flowers are used to be 
transplanted in the heaven garden. On the way of gathering the flower, the Angel tells 
about his story. The story is about a poor sick boy like the dead child. Even though he 
is a poor boy, he is a kind person. The poor sick boy is his self. He was so poor so he 
can not buy the medicine to treat himself. He can not walk on his foot, so he was need 
crutches to walk only one or two steps. He was spent his all time only set near his bed 
and always take caring his flower. The flower always with him until he dead.  
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Meanwhile, story of The Angel in video games adaptation is in the beginning, 
the narrator tells about an angel who will come to the world when a good animal 
dead. The angel is a lady who has long hair and wearing white clothes. She knows 
that the Tiger will die. In the forest, Tiger is a good character but he is unlucky 
animal. He felt that he had been slandered when he tries to help Rabbit. Lion, a 
wicked character, tries to prey the Rabbit but he fails. Then, in another situation, Hen 
needs a help because her daughter; Little Chicken was lost. All of the animals believe 
that Tiger is the predator including Deer. In short, Tiger died because he is as 
sacrifice of slander. In the end of the visual novel, the Angel comes and tells that 
Tiger is true and she helps Tiger. Here, the Angel as a lady who have powerful and as 
rescuer for those animals. In the video games, the characters which used are animals. 
The video games adaptation has a main character. The main character is lion who has 
best friend, namely deer. The main character talked as a wicked character always eat 
other animal in the forest including the deer, his best friend. After his best friend is 
dead. He is conscious and will stop eat the other animal in the forest.  
The researcher is interested to analyze ludic linguistics perspectives with the 
focus on the relationship between the symbiosis of diegetic and non-diegetic in the 
adaptive version of Andersen‘s The Angel. This thesis is entitled "stylistics for video 
games analysis from ludic linguistics perspectives‖. Aims of this research are to find 
the relationship between the symbiosis of diegetic and non-diegetic in adaptive 
version of Andersen‘s short story The Angel. It also to find the shift of the style from 
Andersen‘s short story the angel and video game adaptation.  
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B. The Problem Limitation 
In order to reach the expected goal of the researcher, the researcher would 
focus on ludic linguistics perspectives in the relationship between diegetic and non-
diegetic symbiosis. In addition, the researcher analyzed the short story of Andersen 
and video games adaptation by students of English Letters 2016. In this thesis, the 
researcher used short story of Hans Christian Andersen entitled the angel which is 
adapted into the angel video games. Here the limitation which use of SPARRING is 
the real short story of Andersen‘s The Angel and the adaptive version of Andersen‘s 
short story The Angel.  The researcher use limitation to prevent misunderstanding and 
focus with the purpose.  
C. The Problem Statement 
To guide the research, the writer formulates the research question as follows : 
1. How is the relationship between the symbiosis of diegetic and non-
diegetic in the adaptive version of Andersen‘s short story The Angel? 
2. How is the shift of the style of Andersen‘s short story The Angel into 
video games adaptation? 
D. Objective of The Study 
There are two objectives which are expected to achieve from this analysis 
based on the problem statements, those are : 
1. To find out the relationship between the symbiosis of diegetic and non-
diegetic in the adaptive version of Andersen‘s short story The Angel 
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3. To find out the shift of the style of Andersen‘s short story The Angel into 
video games adaptation. 
E. The Benefit of The Study 
This research concerned with the stylistics for video games analysis from 
ludic linguistics. It is expected that the result can be advantageous in the following 
ways:  
1. Theoretically 
a. This research can enrich the research in the video game analysis. 
b. This research can give better understanding in ludic linguistics.  
2. Practically 
a. The research finding will be useful as an informative input for 
language learners to improve knowledge by giving deeper 
understanding for readers in analyzing language style based on ludic 
linguistics perspectives. 
b. Hopefully, this research inspires other researchers to develop or to 
conduct other research in linguistics. 
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CHAPTER II 
REVIEW ON RELATED LITERATURE 
 
A. Theoretical Description 
1. Linguistics  
Linguistics is study of language. Language is a complex thing that consist of 
many different parts. Linguistics is concerned with human language as a universal 
and recognizable part of human behavior and of the human abilities. Linguistics is 
competence as being persons potential to speak a language, and his or her linguistics 
performance as the realization of that potential. A simple concept of language is a 
system of communication which consists of a set of sounds and written symbols 
which are used by the people of a particular country or region for talking or writing. 
General linguistic generally describes the concepts and categories of a particular 
language or among all language. It also provides analyzed theory of the language.  
Language is the process or set of processes used to ensure there is agreement 
between the sender and receiver for meanings assigned to the symbols and the 
schema for combining them used for each communication. Everyone have different 
language style to communicate. People always use style language to express their 
feeling. It use of some author to make their literary work. The best language style can 
attract some the readers or listeners to keep on continuing to read or lo listener the 
work (story, poem or song), because the readers or listeners are excited by the 
strangeness of the style. Short and Candlin, (1989: 183) defines ―Stylistics is a 
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linguistic approach to the study of the literary texts‖. It thus embodies one essential 
part of the general course-philosophy that of combining language and literary study.  
 The combination of language and literary is very interesting in language 
learning. There are many interesting ways to learn it, which is fun way with language 
play. Language play as the one which is most capable of altering popular linguistic 
perceptions-powerful enough to ―take on‖ prescriptive attitudes and provide an 
alternative, positive view of language. It has this power, because it is grounded in 
some of earliest behavior in infancy, and is highly developed long before negative 
attitudes to language arise. It is natural behavior-something which people do without 
conscious reflection. It is also pervasive-democratic behavior, in the sense that 
everyone plays language games. The play language games without regard educational 
background or social class; once a language has been learned as a mother tongue, no 
further special intellectual or physical skills are required. It is something we associate 
with children, but there‘s nothing intrinsically childish about it, and language offers a 
large and inviting board on which to do it. This aspect of language helps explain the 
longstanding tradition of verbal play in informal discourse, what we might 
call ludic language.  
 Ludic language adds enjoyment in our lives but it is not only for joke 
because it has important function that plays as important education. Play is often 
incorporated within the educational process. There is a natural link with the 
development of early institutionalized linguistic thinking, and playing with language 
also presupposed the first step in metalinguistic awareness-the ability to step back and 
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use (reflect on) language as an entity in itself. Crystal (2007) states that ―everyone, 
regardless of cognitive level, plays with language or responds to language play‖. 
Language play occurs when people manipulate the forms and functions of language 
as a source of fun for themselves or enjoyment for others. It adds enjoyment for joke 
and also has important function for education. It has important relationship of 
language play. It is the relationship between players to understand the rules of the 
games and language which is used. It also responds in interaction between players 
and games in video games. That is the function of ludic linguistic in video games. In 
the games have items which are shows in display called assets. In diegetic assets, 
linguistics units are explicitly presented while being implicit in non-diegetic assets. In 
relation to diegetic and non-diegetic assets, the diegetic aspect is the symbiosis 
relationship with the non-diegetic aspects namely mnemonic and hegemonic. 
Mnemonic symbiosis is what is write same as the visualization, while hegemonic 
symbiosis is, what is write not same as the visualization and one of them more 
dominant than the other and influence each other. 
2. Stylistics  
Stylistics is the scientific study of style, which can be viewed in several ways. 
More technically, stylistics is the study of the linguistics features of a literary text, 
which directly affects the meaning of an utterance. The variety in stylistics is due to 
the main influences of linguistics and literary. Therefore, a study which conjoins both 
literary criticism on the one hand and linguistics on the other as its morphological 
structure suggests: the style is relating to literary criticism and the stylistics is to 
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linguistics. In addition, the (linguistics) study of style, is rarely undertaken for its own 
sake, simply as an exercise in describing what use is made of language. It nowadays 
is a field of study that confidently has one foot in language studies and the other in 
literary studies. Ron Carter (2010: 68) has said that ―stylistics should strive to be 
open, evidenced and retrievable‖. This statement supports the science expects, and in 
this sense it is relevant for stylistics. However, it is also true that stylistics in its more 
hands on, humanities-based, analytic sense is every bit as valuable. Short and Candlin 
(1989: 183) states that ―Stylistics is a linguistics approach to the study of the literary 
texts‖. It is simply a systematic study of style. People always use style language to 
express their feeling. It use of some author to make their literary work. The best 
language style can attract some the readers because they are excited of the style.  
Style is a way in which language is used. Style in here thought as the way in 
which language is used in a given context, by a given person, for a given purpose, 
and so on. A style is defined in terms of a domain of language use and relatively 
transparent or opaque. The style of stylistics has typically been concerned with 
literary language. The literary language always used in every literary work. It is start 
from old literary work since new literary work which is developed of technology 
based on video games such as short story, and video games.  
Video games more popular in Japan. It uses multiple storylines, this is to 
achieve different endings of the story. Decision points are available for the player to 
select and alter the story. However, the decision points in the game, its corresponding 
options to select and events are still handled and created by the authors of the game. It 
is composed of images with the text, sounds, music and even voice to add more 
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dramatic effects in the game. It is a story-driven game with a gameplay which is 
extremely minimal, by simply clicking to keep the game moving. In addition, it 
shows the form of static images, with narration and conversation to display each 
character. In the video game adaptation, story is displayed in a visual form. Cavallaro 
(2010: 8) adds :  
The visual novel‘s devotion to studiously rendered backgrounds is replicated by 
the anime‘s consistent use of settings of autonomous artistic caliber. Dialogue 
boxes and sprites make occasional appearances in frames that allude self-
referentially to the show‘s affiliation with the visual novel. Additional self 
reflexive gestures consist of the inclusion of images that make explicit reference to 
the production process at the levels of both basic drawings and elaborate animation 
effects. 
From the citation above, it can be explained that there are some important 
style of video games. They are text box, images, and sound effects. It is more 
interesting in showing a background image and characters. The video games players 
can determine the appropriate selection of the ending itself, it is groovy and easy to 
understand. Hutcheon (2006) states that story is developed in adaptation through a 
range of media, film, opera, video games, pop music and theme parks. The video 
games adaptation also sharpens the creativity between makers and players. It is also 
made of the transformation of audio visual text from the short story. 
The short story is fictional narrative text which is presented with a series of 
events compiled by intrinsic and extrinsic elements. It is one of kinds of written text 
which kinds of literary work which is defined as representation of human life. Short 
story is one of literary works that explain about feels and message from the authors. It 
was shorter that novel with include a few characters. In addition, short story tends to 
be less complex than novels. Usually, a short story will focus on only one incident, 
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has a single plot, a single setting, a limited number of characters, and covers a short 
period of time. A short story typically takes the form of a brief fictional work, usually 
written in prose. Edgar Allan Poe (1846) adds : 
―a short story as a piece that can be read in one sitting, allowing the reader to enjoy 
an uninterrupted, fully realized, indelible experience with fiction. Length may be 
the most obvious difference between a novel or novella and a short story, but it‘s 
not the only one. It ought to present a unified impression of tone, colour and effect 
"unity of effect", also its plot is not very complex (in contrast to the novel)‖. 
From the citation above, it can be explained that there are some important 
style of short story. They are displaying texts than pictures, presented a single plot, 
tone, colour, effect, shorter than novel, and complex fewer number than novel. It is 
presented in the form of text or a book. The author always using style language to 
express their feeling to make good story. Although, the good story are not necessarily 
any easier to write than novels or novellas. It takes considerable skill, discipline, and 
practice to write an exceptional short story that both covers and condenses the 
essential elements of fiction into a significantly smaller space.  
3. Adaptation 
Adaptation is something which is transfer into other something in different 
form. The definition of adaptation has been limited to accommodate a more specific 
and targeted analysis of the subject. A. Cuddon (2013) defines adaptation as the 
process by which one narrative form or medium is converted into another, for 
example a novel to film, a stage play to screenplay, or classical poem to graphic 
novel. From the definition, adaptation is everything that has narrative form then it is 
transferred into another form. The adaptation itself is a process of creation and it 
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result a product. As Hutcheon (2006) states, ―Adaptation- to refer to the process and 
product.‖ It tells that there is a process in the adaptation and it will result a product. In 
the act of adaptation, it always involves both (re-) interpretation and (re-) creation. 
Hutcheon (2006) calls it as ― appropriation‖ and ―savaging‖ of story produced. 
Adaptation is same as ecranisation. Ecranisation is adaptation of a book, story, or 
other forms of written or graphic work into a film. In an adaptation, there are added 
or reduced information of story that will be changed into adaptation form.  
In this thesis, researcher uses adaptive version of Andersen‘s short story The 
Angel. In adaptation process of this short story, maker added their ideas into this 
product. They are added and changed the characters in the video games story of real 
story, because it makes the story more interesting. It is made of student university of 
second semester‘s SPARRING 2016. SPARRING (student‘s peer learning for 
reading and writing) is a peer learning program designed for the students of English 
letters 2016. SPARRING is an activity of reading and writing skills that is held in 
semesters 1-3 for 12 (twelve) meetings on a schedule that has been determined and 
agreed upon by the English Department of IAIN Surakarta. In sparring activity, take a 
story from Andersen's short story entitled The Angel, because it is already known of 
most people especially for children. The Andersen‘s short story is also easy to 
understand, and it is not complex story. The Angel‘s story has one main character, 
and some supporting characters. The main character in this story is The Angel. The 
Angel in this story told that it is a “Poor Sick Boy”. He does not have anyone. He 
lives alone. His fingers always bleed, and his legs are paralyzed. He always spends 
his time only seat near his bed. He had no money to buy the medicine to treat his self. 
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He walked with crutches and was only able to walk once or twice. Then his 
neighbor‘s son gave him a flower. He cared for his affectionately, he wanted the 
flower to grow perfectly. He cared until he died. Then after his death, God raised him 
to be the angel. Finally he live happily in heaven.  
Meanwhile, story of The Angel in video games adaptation is in the beginning, 
the narrator tells about an angel who will come to the world when a good animal 
dead. The angel is a lady who has long hair and wearing white clothes. She knows 
that the Tiger will die. In the forest, Tiger is a good character but he is unlucky 
animal. He felt that he had been slandered when he tries to help Rabbit. Lion, a 
wicked character, tries to prey the Rabbit but he fails. Then, in another situation, Hen 
needs a help because her daughter; Little Chicken was lost. All of the animals believe 
that Tiger is the predator including Deer. In short, Tiger died because he is as 
sacrifice of slander. In the end of the visual novel, the Angel comes and tells that 
Tiger is true and she helps Tiger. Here, the Angel as a lady who have powerful and as 
rescuer for those animals. In the video games, the characters which used are animals. 
The video games adaptation has a main character. The main character is lion who has 
best friend, namely deer. The main character talked as a wicked character always eat 
other animal in the forest including the deer, his best friend. After his best friend is 
dead. He is conscious and will stop eat the other animal in the forest.  
B. Previous Related Study  
The researcher has found previous related studies that are relevant with this 
research. The previous related studies are used to prove about the originality of this 
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research. The first research is a journal of Kirkland (2005), the journal explains about 
stylistics in video game revolve around textual styles in video games. This paper 
explores Konami's Silent Hill video game franchise in terms of narrative, genre and 
identity representation. Situating this analysis within ludological and narratological 
perspectives and debates, the paper argues that these traditional film and media 
studies approaches to textual analysis can be productively applied to video games. 
Narrative's incompatibility with interactivity is discussed, alongside the various 
ways Silent Hill employs storytelling. The series generic relationship within horror 
cinema and horror gaming is illustrated, particularly its status as a survival horror 
video game. Finally, issues of gender, sexuality and race are examined, including 
constructions of masculinity, femininity, heterosexuality and whiteness.  
The second research is journal of Celso, Bal-ut, Calam, Cantuba, Vallo, & 
Apsay (2013). It explains about comparative studies on the audiovisual presentation 
style between popular visual novel games in Japan and visual novel games designed 
by high school students. This research tackles about Visual Novel a kind of game that 
has extremely minimal game-play, story-driven, usually have multiple or branching 
storyline and is commonly developed and released in Japan. The proponents made a 
game based on a story tackled in high school, after they developed it; the high school 
students compared it with a Visual Novel that is made and popular in Japan. The 
results are; the Ibong Adarna Visual Novel has the advantage with a difference of .08 
in the over-all weighted mean but after the statistical treatment, this score is not 
significant with the score of .017. 
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The third research is a journal of Bakkes, Spronck, and Van den Herik (2009). 
It explains about style presentation in adaptive games This research is about Current 
approaches to adaptive game AI typically require numerous trials to learn effective 
behavior (i.e., game adaptation is not rapid). In addition, game developers are 
concerned that applying adaptive game AI may result in uncontrollable and 
unpredictable behavior (i.e., game adaptation is not reliable). These characteristics 
hamper the incorporation of adaptive game AI in commercially available video 
games. In this paper, we discuss an alternative to these current approaches. Our 
alternative approach to adaptive game AI has as its goal adapting rapidly and reliably 
to game circumstances. Our approach can be classified in the area of case-based 
adaptive game AI. In the approach, domain knowledge required to adapt to game 
circumstances is gathered automatically by the game AI, and is exploited 
immediately (i.e., without trials and without resource-intensive learning) to evoke 
effective behavior in a controlled manner in online play. We performed experiments 
that test case-based adaptive game AI on three different maps in a commercial real-
time strategy (RTS) game. From our results, we may conclude that case-based 
adaptive game AI provides a strong basis for effectively adapting game AI in video 
games. 
The fourth research is a journal of Jarvinen (2007). It explains about stylistics 
in ludology perspectives. The author calls for a more syste matic methodology for 
game studies. The paper introduces a set of methods for 'applied ludology', a practical 
hands-on analysis and design methodology. It complements theories of games as 
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systems with psychological theories of cognition and emotions. A sample of casual 
games is used to highlight the use of the methods. In conclusion, the author presents a 
model that enables analyzing the eliciting conditions for game-related emotions, such 
as suspense. 
The last research is a journal of Clearwater (2011). It explains about stylistics 
in genre domain. This essay explores questions concerning genre theory as they can 
be applied to videogames and interactive entertainment. The essay begins by 
discussing some of the limitations of current videogame genre theory by looking at 
the ‗narrative vs. ludology‘ debate and considering its effect on videogame studies. 
Against this backdrop, the current state of videogame genre theory is discussed in 
more detail. Next, the state of genre theory and practice in other fields of inquiry is 
explored, especially those aspects which are applicable to a modern audio-visual 
medium such as videogames. Finally, the essay concludes with a series of 
recommendations about the future path of videogame genre study. The gap is left by 
previous discussions on the stylistic in video game analysis with linguistics analysis, 
ludic linguistics. Departing from this gap, the researcher attempts to discuss video 
game stylistics from ludic linguistics perspectives with the focus on the relationship 
between the symbiosis of diegetic and non-diegetic in the adaptive version of 
Andersen‘s short story The Angel.  
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CHAPTER III 
RESEARCH METHODOLOGY 
 
In analyzing and discussing the data. The researcher has to enter the research 
method to get success in conducting the research. In relation to this research, the 
researcher chooses a descriptive method to frame the research. It covers five main 
points of the research, namely, The Research Design, Data and Source of Data, 
Technique of Data Collection, Technique of Data Validation, Technique of Data 
Analysis.  
A. Research Design 
In this research, the writer employs a descriptive and contextual qualitative 
research design to achieve the goal of the study. The major goal of the study is to 
explore the relationship between the symbiosis of diegetic and non-diegetic in the 
adapted version of Andersen‘s short story The Angel. Therefore, it employs a 
descriptive and contextual qualitative research design to achieve the goal of the study. 
Bogdan and Binklen (1982) adds, A qualitative researcher is a "first informer‖, who 
obtains information by collecting primarily verbal data by means of intensive case 
studies and then analyses the data This is one reason why qualitative research is much 
more difficult to undertake because the researcher himself/herself is the main tool for 
collecting data. Qualitative research allows the researcher explores the research itself.  
To answer the problem statement, it is needed the descriptive qualitative method 
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which is concerned with providing description of phenomena without experiment so 
the method produces data in the form of words in sentences. Miles and Tuberman 
(1992: 1) states ―Qualitative data tends to be in the form of words than series of 
number‖ Beside, Bogdan & Taylor said in Maleong (2004: 4) ―qualitative method is a 
research procedure which produces descriptive data in the form of written or oral 
words from people and their behavior that are observed.‖ This research collects the 
data through observation by reading and reading, watching, and selecting relationship 
between the symbiosis of diegetic and non-diegetic in the adapted version of 
Andersen‘s short story The Angel.  
B. Data and The Source of Data 
Considering the object of the research, the most appropriate type of this 
research is qualitative, since the researcher uses sentences and images as the data. 
Moleong (1990:3) states :  
―qualitative descriptive research resulting the descriptive data in the written form, 
which has been observed by people. It does not present data and the result in the 
form of statistic but it yields the data result in the phenomenon description‖. 
 
Data is information of fact to be analyzed. Form the definition above, we 
know that data source is the source of information of fact to be analyzed. Norman and 
Lincold (1994: 428) states ―the data base of qualitative data are new journals, several 
hand books, innumerable conferences on qualitative issue, special interest groups and 
software packages‖. In this research, the data sources are taken from Andersen‘s short 
story The Angel and video games adaptation created by second semester students in 
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SPARRING program at IAIN Surakarta. This visual novel divided into seven scenes. 
In this research, the researcher analyzes the symbiosis of diegetic and non-diegetic.  
C. Technique of Data Collection  
Technique of collecting data refers to the way the researcher obtains the data 
which are observed. The data in this research, the short story of fairy tales by Hans 
Christian Andersen and the adapted version of Andersen‘s short story The Angel. The 
techniques of collecting data that is used in this research are : 
1. The researcher was interested in doing research using ludic linguistic.  
2. The researcher read the short story repeatedly to understand the story 
3. The researcher read and watch the adapted version of Andersen‘s short 
story The Angel repeatedly to understand the story 
4. The researcher thought some problems which were appropriate to be 
studied in this research. The research determined the problem statement of 
the research. 
5. The researcher gave a mark to each the sentence containing the symbiosis 
of diegetic and non-diegetic and collecting the data from the marks on a 
sheet of paper. 
D. Technique of Data Analysis 
As mentioned earlier, the major goal of the study is to explore the relationship 
between the symbiosis of diegetic and non-diegetic in the adapted version of 
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Andersen‘s short story The Angel. Therefore, it employs a descriptive and contextual 
qualitative research design to achieve the goal of the study.  
The following steps are taken in order to provide the necessary data.  
1. The adapted version of Andersen‘s short story is carefully studied. The 
differences with reference to relationship between diegetic and non-
diegetic symbiosis are investigated at two steps by the researcher because 
this research discusses and compares two products between real short 
story by Andersen‘s The Angel and video game adaptation.  
2. The first step the researcher analyzes the short story through the images 
used to illustrate the content of the short story text, Tomlinson and Lynch-
Brown (1996).  
3. The second step the researcher analyzes the video game adaptation 
through the images utilized by the designers to represent all the content of 
the video game adaptation by employing theories on visual representation 
and adaptation as found in McComick (1996), Turban (2002), Meek (in 
Johnson1993), Capputo (1996).  
4. Interviews of video game adaptation are conducted to the video game 
designers by asking the reasons behind certain visual representation and 
adaptation.  
5. The last step the researcher classifies diegetic and non-diegetic features in 
the story and video game adaptation, Mangiron and O‘Hagan (2013). 
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E. The Trustworthiness of Data 
The data should be valid before analyzing and the trustworthiness of the data 
is very important and needed. According to Sutopo (2002:78) triangulation is the 
most common way that is used to develop the trustworthiness of the data in a 
qualitative research. According to Creswell and Miller (2000) Triangulation is the 
validity of the data based on more than one individual. There are four kinds of 
triangulation; those are the researcher triangulation, method triangulation, theory 
triangulation, and source triangulation. From all of the kinds of the triangulation, the 
researcher uses source triangulation to trustworthiness of the data. It is because the 
source triangulation involves using different source of information in order to 
increase the validity of the study. Therefore, the Andersen‘ The Angel and the video 
games adaptation is judged by expert in field of video games making to see the video 
games analysis from ludic linguistics edge. The criteria of the expert are known by 
his ability in studied English, in literary works, have the localized and designed 
games, software, apps and also experience in studying English. Then, the researcher 
asks Mr. SF. Luthfie Arguby Purnomo, S.S., Hum. as the expert in this study.  
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CHAPTER IV 
RESEARCH FINDINGS AND DISCUSSIONS 
 
A. SHORT STORY ANALYSIS 
In the short story of Andersen‘s The Angel, 68 data are found and consisted of 
5 data showing mnemonic symbiosis and 63 showing hegemonic. The presence of 
mnemonic symbiosis indicates that the illustration, the non-diegetic elements, 
functions as representation of the diegetic elements on a story that suggests and 
supports the diegetic elements. Meanwhile the presence of hegemonic symbiosis 
suggests that diegetic and non-diegetic elements are about conflict, an overpowering 
act.  
The medium which the overpowering act contributes to the tendency elements 
could be more dominant. In regard to Andersen‘s The Angel, mnemonic symbiosis, 
comprising fewer number than hegemonic, indicates that the focus of The Angel is 
non-diegetic element to which diegetic overpowers the non-diegetic ones. This 
overpowering situation signifies that the characteristics of a short story in which 
illustration functions as a marker of the whole construction of the diegetic text. 
Departing from this overpowering condition occurs on the text based on short story 
so the pattern of influence in the hegemonic symbiosis is recognizable. In this case, 
the pattern is as follow:  
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         Figure 1.2 
(representation of 5 data mnemonic) 
Poor sick boy, Rose-bush, Crutches, flower-pot, seat near his bed are 
represented through illustration as seen as from Figure 1. The representation of the 
aforementioned non-diegetic items evokes a question whether a pattern of diegetic-
non-diegetic symbiosis occurs and signifies the construction of the whole story or 
not. This representative condition also implies that certain reasons occur behind the 
preference of diegetic visualization over other diegetic items. In the perspectives of 
diegetic-non diegetic symbiosis emphasizing on power sharing (mnemonic) and 
overpowering (hegemonic) indicate that the process of domination certain diegetic 
items occurs.  
The dominant role of the pattern is poor sick boy, the main character in this 
story. Poor sick boy is more dominant than the angel before becoming the angel. He 
is a "poor sick boy" and he has a bad life before, when he becomes an Angel. He is 
already showered much happiness by God. He suffers and lives alone because he has 
 Illustration of The Angel 
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been ill since he is a child and he has to bear his pain alone. He is poor so he could 
not buy medicine to treat himself; even he has to live in a cellar. His hands bleed a 
lot, and he is unable to do anything besides with standing his pain. He spend his 
whole day sitting down on the couch. Here, he laments his life and grief, and he 
enjoys his life. He has a dream to see the beauty of the outside world, but it was just a 
dream for him. One day, his neighbor‘s son came and brought a beech-tree for him, 
hoping that he can enjoy the beauty of the outside world through a beech-tree. Then, 
the next day the neighbor's son brings a flower for him, it is ―The Rose-Bush”.  
Rose-Bush dominates the other flowers because the other flowers does not  
know the clear origins and he does not tell in details of their existence. Rose bush is 
the witness of his life and no representative comparison with other interests in this 
story. Rose-bush is a flower that accompanies him during his life until his death. He 
loves, cares, and appreciates of this interest. He feels this is one part of the beauty of 
the outside world which his neighbor's son bring for him, when he does not see the 
beauty of the outside world directly. He take caring and watering the flower every 
day, put it near a window so that it get the vitamin from the sunlight and can grows in 
healthly, therefore this flower can grows perfectly. Due to his unperfectly life, he 
does not want this flower grows imperfectly like him. That's why he surround it with 
love and perfection. So the primacy of the rose-bush is a story life reflection of the 
"poor sick boy".  
The ―poor sick boy‖ plants his flower in ―flower-pot”. He plants it with his 
own hands. He begin to take cares of his plant, watch it grows new roots, tapers, and 
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blooms every year. The flower-pot is so dominant because in this story there are no 
other flowers depict grows and plants in the flower-pot. The only flower plants in a 
flower-pot is a rose-bush. Flower-pot becomes very dominant because there is no 
comparison of other plants planted in a flower-pot. The flower-pot makes the flower 
grow and get the perfect life at his side. As well as himself, his life becomes more 
perfect, therefore the only beauty of the world that he can see every day, because he 
does not see the beauty of the outside world directly, and he does not walk. It is the 
entire biggest dream for him, that he can see the outside world on his own feet. Even 
though he know it never becomes true. He can only walk up and down the stairs once 
or twice using “crutches”.  
The crutches is the only tools to walk. In this story, there is no comparison of 
other things that help him walk. The crutches becomes very dominant because they 
are the only things that help and give the greatest desire to be able to walk with his 
feet himself to see the world outside. Besides, he just sat all the day. He always ―seat 
near his bed”. In this place, he sits and enjoys the time that he has all day he also 
stares at the sun and warms him by the sun. He enjoys his life while holding the blood 
which keep his fingers. The place is very dominant when he continue to spends his 
time by sitting and walking because the story drawn up by walking was only 
describes at the beginning of the story. It can eliminate the primary role of the rose-
bush. So the main focus through the seat near his bed itself and the story core is 
accomplished. 
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In Andersen's short story The Angel, poor sick boy is the main character in 
this story. ―Poor sick boy” is the angel before The God lift him to be the angel. He 
has a flower from his neighbor's son. The flower is ―rosebush‖. He take care with his 
love. He gives everything what he can give. He take care until grow perfectly. He 
also put it on the window near his bed so that it could always get vitamins from the 
sunlight. This flower is a reflection of him self. Where it has been a living witness for 
him. It always accompany him until he died. This flower became a life partner for 
him.  
The rose-bush flower is planted in a flower pot. The flower pot is the only 
place used for flower plants and it is only the rose bush. This flower pot is a reflection 
of a living place by "poor sick boy". Similarly, rose-bush is a reflection of "poor sick 
boy". Rose-bush is in the flower pot and always put in the window. "Poor sick boy is 
also always in the house and always seat near his bed where located near the window. 
Rose-bush and poor sick boy both spend their time near the window. They are in their 
own residence are cellar and flower pot. 
Crutches is the only tool used by poor sick boy to walk. He uses crutches only 
able to walk once or twice. Crutches became a reflection of seat near his bed in the 
story. Seat near his bed is also the only place used by poor sick boy to spend his time. 
The both of them have no comparison with other objects in this story. Crutches in the 
illustration drawings used by the authors depicted the position of poor sick boy is seat 
near his bed, so the focus of the story of the illustration images used can focus on the 
main character. The author does not describe the illustrations images of poor sick boy 
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was walk using crutches so that the focus of the story from the main character does 
not disappear. 
In Andersen's short story the angel, it focus in the narrative story, the image of 
the author uses as an illustration only as a helper. The visualization as an illustration 
of the angel. The angel is the main character in this story, before he becomes angel, 
he is a poor sick boy, he lives alone. He also can not walk. His fingers always bleed a 
lot of blood. He spends all his time only seat near his bed. 
The illustration picture is depicted as a "poor sick boy" and it is not described 
as "angel" because he is the angel itself. So the focus of the story is on the angel, 
focus on him self. In the short story there are also some characters that appear, but not 
participated in the illustration used because the focus of the story is the angel. The 
function of some characters that appear as supporters of the main character.  
In this short story has a style where more dominant narrative text than the 
picture. The story concept is "short", so the function of the image is the representation 
of the story content. It proved from the symbiosis which is formed from the 
symbiosis mnemonic that focus on the short story contents. So the 5 symbiosis 
mnemonic (poor sick boy, rose-bush, crutches, flower-pot, seat near his bed) are 
assumed have been represented the all story. 
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B. VIDEO GAME ANALYSIS 
In the video game adaptation product, 162 data are found consisting of 48 
showing mnemonic symbiosis and 114 showing that of hegemonic. The presence of 
mnemonic symbiosis as the illustration of the non-diegetic elements which function 
as representation of the diegetic elements on a text subtitle in every slide. Besides, the 
presence of hegemonic symbiosis suggests that diegetic and non-diegetic elements 
are conflicting relationship which are dominant than others. Departing from this 
condition occurring on the subtitle text based video game. The pattern of influence in 
the hegemonic symbiosis is recognizable. In the case of video game adaptation, the 
pattern is as follow: 
a. SCENE 1 
In scene 1 there are 3 characters that appear are the angel, tiger, and lion. In 
this scene talk about the angel who will come down to earth when someone die then 
take to heaven. One day the angel seen a tiger were going to die, and before his death 
he was walking around in the wood to protect the dweller from the lion. 
In this scene, there are complex characterization of the characters that appears 
in this slide. The Angel is the characters in this slide appear visually and textually 
where in the text box is talking about the angel. While tiger and lion only appear in 
text box where in the text box talk about these both characters. This is assumed if the 
character appears but is talked about by another character, then the character plays a 
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role to the other character that talks about it, the character is experiencing the 
complex characterization. It proven from text box in scene 1 :  
(scene 1 : slide 1) Whenever an animal with good heart died an angel would come to the 
earth. The angel would grant their one last wish before taking their soul to heaven. 
(SCENE 1: SLIDE 1) 
  
Figure 1.3 
 
(scene 1 : slide 2) One day an angel saw a tiger who walked around the forest. She already 
knew that the tiger was going to die so she waited for him under a big three. 
(SCENE 1: SLIDE 2) 
 
Figure 1.4 
 
(scene 1 : slide 3) Meanwhile the tiger like usual walked around the forest to protect the 
dweller from the mean Lion. 
(SCENE 1: SLIDE 3) 
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Figure 1.5 
The dominant role of the pattern in this scene are the angel and the tiger, 
because both are experienced mnemonic symbiosis 3 times. The angel had a 
mnemonic symbiosis while the tiger had a hegemonic symbiosis. While the tiger only 
experienced one times hegemonic symbiosis.  
b. SCENE 2 
In scene 2 there are two characters that appear are rabbit and tiger. This scene 
talks about rabbit and tiger. The rabbit is in danger, she almost fell in the ravine. She 
shouted "help", then the rabbit almost gave up because nobody helped. She almost 
gave up before the tiger came. Tiger heard the sound, he searched the origin of the 
sound. Then he saw the rabbit almost falling into the ravine. He came and bitten the 
rabbit's ear and pulled it up. After that the ground was moving quickly and the rabbit 
pulled the tiger into ravine. 
In this scene there are changes symbiosis in both characters. The changes 
symbiosis experienced by the rabbit when the tiger to help him and then instead push 
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the tiger into the ravine. Rabbits are commonly known as good characters but in these 
video games are depicted as evil characters. It proved on the seventh and eighth slide 
in this scene. 
(scene 2 : slide 7)“Before he could speak again he didn’t realize that the ground was moving 
quickly and pulled him down to the ravine” 
(SCENE 2: SLIDE 7) 
 
Figure 1.6 
 
(scene 2 : slide 8)“Rabbit froze on her spot when she saw the tiger slipped into ravine” 
(SCENE 2: SLIDE 8) 
 
Figure 1.7 
While the changes symbiosis experienced by tiger is the changes symbiosis 
from a hegemonic symbiosis to mnemonic symbiosis. The changes symbiosis of the 
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tiger is not only visually and textually role, but also one of them. It makes the 
complex characterization. It proven on the second and third slides, tiger appears as a 
hegemonic symbiosis, where on the slide the tiger appears in the text box only and is 
not visually raised. Then on the sixth and eighth slides, tiger appears on mnemonic 
symbiosis, where on this slide tiger also appears visually and text box.  
The dominant role of the pattern in this scene is the rabbit, because rabbit is 
experienced to 5 times mnemonic symbiosis, whereas tiger appears as a mnemonic 
and hegemonic symbiosis twice in each. Rabbit is the character which appears in 
scene 2 and represents both in visual and text. However, there are some slides that do 
not display the rabbit visually, but the rabbit appears in the text. It is assumed that the 
emergency of the rabbit is being discussed by the other characters, so the rabbit has a 
role, being talked by others. It means that he has a complex role characterization. It 
proven in all slides except slides 4. The rabbit always displays visually and in the 
text, and in the fourth slides, rabbit appears only in the text, not visually.  
(scene 2 : slide 1) "Help!" 
(SCENE 2: SLIDE 1) 
 
Figure 1.8 
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(scene 2 : slide 2) The tiger heard a small voice from his left side. He run quickly to the owner 
of the voice and found a familiar pair of long ears in the end of the cliff. 
(SCENE 2: SLIDE 2) 
 
Figure 1.9 
 
(scene 2 : slide 3) Rabbit was giving up before the tiger came and bit her ears so he could lift 
her to the ground again. 
(SCENE 2: SLIDE 3) 
 
Figure 2.0 
 
(scene 2 : slide 5) "Are you crazy? I almost died there!" 
(SCENE 2: SLIDE 5) 
39 
 
 
 
 
Figure 2.1 
 
(scene 2 : slide 6) The tiger sighed because rabbit was okay except her ears 
(SCENE 2: SLIDE 6) 
 
Figure 2.2 
 
(scene 2 : slide 7) Before he could speak again he didn't realize that the ground was moving 
quickly and pulled him down to the ravine. 
(SCENE 2: SLIDE 7) 
 
Figure 2.3 
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(scene 2 : slide 8) Rabbit froze on her spot when she saw the tiger slipped into ravine. 
(SCENE 2: SLIDE 8) 
 
Figure 2.4 
c. SCENE 3 
In scene 3 there are 5 characters that appear are rabbit, tiger, little chicken, 
lion, and other animals. This scene tells about rabbit who was ran into the forest and 
shouted "we are free, I kill the tiger". She shouted and told all the animals in the 
woods that he kill the tiger. The rabbit pushed with her strength into the ravine. All 
the animals in the forest are shouted and praised her for being brave. Although they 
do not know that in the other side, the lion kwon and hear what they talks. He knew 
that his enemy was dead. He feels he will get a lot of food. 
In Scene 3, there is a changes symbiosis and complex characterization of the 
characters that appear. The changes symbiosis experienced by rabbit are changes 
symbiosis from the mnemonic symbiosis to hegemonic symbiosis. Similarly, the lion 
also undergoes changes symbiosis from the mnemonic symbiosis to hegemonic 
symbiosis. This changes symbiosis assumes that the character does not visually and 
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textually, but also one of them. It makes the complex characterization. It proven in 
slide 1, 2, 4, 5, and slide 7, 8.  
(Scene 3: slide 1)Rabbit run back to the forest and screamed loudly. 
(SCENE 3: SLIDE 1) 
 
Figure 2.5 
 
(Scene 3: slide 2)"We are free! I kill the tiger!" 
(SCENE 3: SLIDE 2) 
 
Figure 2.6 
 
(Scene 3: slide 4)"Rabbit, you kill the tiger, aren’t you?" 
(SCENE 3: SLIDE 4) 
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Figure 2.7 
 
(Scene 3: slide 5) On the other side lion smirked as he knew that his enemy was dead 
(SCENE 3: SLIDE 5) 
 
Figure 2.8 
 
(Scene 3: slide 7) "Seems like I will get a lot of food start from today." 
(SCENE 3: SLIDE 7) 
 
Figure 2.9 
 
(Scene 3: slide 8) "He bite my ears before I push him to the ravine with my strength." 
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(SCENE 3: SLIDE 8) 
 
Figure 3.0 
While the complex characterization experienced by the tiger occurs on the 
second and fourth slides. In this slide tiger does not appear visually, but only in text 
box. In the text box, the tiger also being discussed by other characters. This is 
assumed if the character appears but is talked about by another character, then the 
character plays a role to the character that talks about it, then the character undergoes 
complex characterization. It proven from the text box in this scene are:  
(Scene 3: slide 2)"We are free! I kill the tiger!" 
 
(SCENE 3: SLIDE 2) 
 
Figure 3.1 
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(Scene 3: slide 4)"Rabbit, you kill the tiger, aren’t you?" 
(SCENE 3: SLIDE 4) 
 
Figure 3.2 
The dominant role of the pattern in this scene is the rabbit and tiger, because 
rabbit experienced the changes symbiosis that are mnemonic symbiosis one times and 
hegemonic symbiosis two times, while tiger experienced from hegemonic symbiosis 
for twice. While the other characters appear only once in this scene.  
d. SCENE 4 
In scene 4, there are 6 characters that appear are hen, chicken, rabbit, deer, 
other animals, tiger, and little chicken. This scene talks about one morning hen 
crying for losing her child and all dwellers forest come awake. Hen thought the tiger 
was still alive. Hen pointed at the rabbit is lying. Rabbit tries to convince hen that his 
son is alive but Hen does not believe it. Hen felt very sad and angry, but someone 
knows the events that happened last night, namely deer. He knows who has eaten the 
little chicken.  
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In scene 4, there is a changes symbiosis and complex characterization of the 
characters that appear in this scene. The changes symbiosis experienced by rabbit are 
a changes symbiosis from a hegemonic symbiosis to a mnemonic symbiosis. This 
changes symbiosis assumes that this character does not play visually and textually but 
also becomes one of them. It makes the complex in its characterization. It proven in 
slide 2, 3, 4, and 5. 
(Scene 4: slide 2) "Where is my other son?" 
(SCENE 4: SLIDE 2) 
 
Figure 3.3 
 
(Scene 4: slide 3) "Rabbit, are you lying? The tiger was still here!" 
(SCENE 4: SLIDE 3) 
 
Figure 3.4 
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(Scene 4: slide 4) Chicken pointed at the rabbit who looked confused just like the other 
animals. 
(SCENE 4: SLIDE 4) 
 
Figure 3.5 
 
(Scene 4: slide 5) "Maybe your son is somewhere else! You know boys can be a rebel 
sometimes." 
(SCENE 4: SLIDE 5) 
 
Figure 3.6 
The dominant role of the pattern in this scene are the chicken and rabbit, 
because chicken experienced mnemonic symbiosis are four times, while rabbit 
appears in changes symbiosis as mnemonic and hegemonic symbiosis for twice. 
Chicken is the character which appears in both scenes and represents both in visual 
and text. It proven in slides 2, 3, 5, and 6 : 
(Scene 4: slide 2) "Where is my other son?" 
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(SCENE 4: SLIDE 2) 
 
Figure 3.7 
 
(Scene 4: slide 3) "Rabbit, are you lying? The tiger was still here!" 
(SCENE 4 : SLIDE 3) 
 
Figure 3.8 
 
(Scene 4: slide 5) "Maybe your son is somewhere else! You know boys can be a rebel 
sometimes." 
(SCENE 4: SLIDE 5) 
 
Figure 3.9 
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(Scene 4: slide 6) But rabbit's answer didn’t make chicken happy then she went back to her 
coop with teary eyes. 
(SCENE 4: SLIDE 6) 
 
Figure 4.0 
e. SCENE 5 
In scene 5, there are 3 characters that appear are deer, lizard and lion. This 
scene talks about a deer following lion to the forest. He knows that lion want to eat 
lizard. Deer sighed and say "no" then they are fighting then deer surrendering to the 
lion. He said "eat me if it makes you stop eating the other animals‖. Then the lizard 
ran scared, he ran so far away in the wood.  
 In scene 5, there are changes symbiosis in the characters that appear. The 
changes symbiosis experienced by deer is a changes symbiosis of the hegemonic 
symbiosis into a mnemonic symbiosis. Similarly the lion, it experienced changes 
symbiosis from the hegemonic symbiosis to mnemonic symbiosis and becomes 
hegemonic again. This changes symbiosis assumes that this character does not play 
visually and textually, but also one of them. It also makes the complex 
characterization. It proven in all slides except the fifth slide.  
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(scene 5: slide 1)That night deer silently followed lion to the forest, he walked after the king 
of the woods. He sighed in a low voice when he saw lion staring at a lizard. 
(SCENE 5 : SLIDE 1) 
 
Figure 4.1 
 
(scene 5: slide 2) "Lion, no!" 
(SCENE 5: SLIDE 2) 
 
Figure 4.2 
 
(scene 5: slide 3) "What? I can't eat that? Do you expect me to eat grass?" 
(SCENE 5: SLIDE 3) 
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Figure 4.3 
 
(scene 5: slide 4) "I've had enough of your nag!" 
(SCENE 5: SLIDE 4) 
 
Figure 4.4 
 
(scene 5: slide 6) "I eat what I want, stop acting like my mom or I will eat you too." 
(SCENE 5: SLIDE 6) 
 
Figure 4.5 
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(scene 5: slide 7) "Eat me if that makes you stop eating the other animals." 
(SCENE 5: SLIDE 7) 
 
Figure 4.6 
 
(scene 5: slide 8) The smallest animal among them run back to the woods, scared if the lion 
would eat him. Lion roared then attacked the deer with his claws, made his own best friend as his 
dinner. 
(SCENE 5: SLIDE 8) 
 
Figure 4.7 
The dominant role of the pattern in this scene are the lion and deer, since the 
lion experienced an appearance in seven times and experienced a changes symbiosis 
from the hegemonic symbiosis to mnemonic symbiosis and hegemonic symbiosis 
again. While deer experienced an appearance in the scene as much as three times and 
experienced a changes symbiosis from symbiosis hegemonic to mnemonic symbiosis. 
Lion is the character which often appears in the scene and represents both in visual 
and text. However, there are some slides that do not display lion visually, but the lion 
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appears in the text. It is assumed that the emergence of the lion is being discussed by 
the other characters, so the lion has a role, being talked by others. It means that he has 
a complex role characterization.  
f. SCENE 6 
In scene 6, there are 3 characters that appear are deer, tiger and angel. This 
scene talks of meeting between deer and tiger who had died, then in the midst of their 
conversation came an angel. Then the angel gives one last wish and will grant it 
before they go to heaven. 
In scene 6, there is a changes symbiosis in the characters that appear. The 
changes symbiosis experienced by deer is a changes symbiosis from the mnemonic 
symbiosis to a hegemonic symbiosis. Similarly in tiger, it experienced changes 
symbiosis of the hegemonic symbiosis and becomes mnemonic symbiosis. This 
changes symbiosis assumes that this character does not play visually and textually, 
but also one of them. It also makes the complex characterization. It proven in slides 1, 
2, 3, 4, 5, and 7 : 
(scene 6: slide 1) "Tiger?" 
 
(SCENE 6: SLIDE 1) 
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Figure 4.8 
 
(scene 6: slide 2) Deer asked to himself as he saw tiger who died a long ago stood beside him. 
(SCENE 6: SLIDE 2) 
 
Figure 4.9 
 
(scene 6: slide 3) "Hello deer" 
(SCENE 6: SLIDE 3) 
 
Figure 5.0 
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(scene 6: slide 4) Tiger answered with a small smile on his face. 
(SCENE 6: SLIDE 4) 
 
Figure 5.1 
 
(scene 6: slide 5) "But-" 
(SCENE 6: SLIDE 5) 
 
Figure 5.2 
 
(scene 6: slide 7) A girl with a long dress and a halo on top of her head waving at deer 
excitedly. 
(SCENE 6: SLIDE 7) 
 
Figure 5.3 
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While the angel in this scene experience mnemonic symbiosis for 4 times. In 
this scene the angel is raised textually and visually, but there is a section where the 
text box only that appears to talk about the angel, and also there the text box is the 
angel itself that speaks. It is assumed that the character of the angel in the scene is 
complex characterization. It is proven in slides 6, 7, 8, 9, and 10.  
(scene 6: slide 6) "Hello!" 
(SCENE 6: SLIDE 6) 
 
Figure 5.4  
 
(scene 6: slide 7) A girl with a long dress and a halo on top of her head waving at deer 
excitedly. 
(SCENE 6: SLIDE 7) 
 
Figure 5.5 
 
(scene 6: slide 8) "We have been waiting for you since yesterday!" 
(SCENE 6: SLIDE 8) 
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Figure 5.6 
 
(scene 6: slide 9) Again with high-pitched and excited voice angel pats the deer's head. 
(SCENE 6: SLIDE 9) 
 
Figure 5.7 
 
(scene 6: slide 10) "Now, because the deer was finally here, what is your wish before we can 
go to heaven?" 
(SCENE 6: SLIDE 10) 
 
Figure 5.8 
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The dominant role of the pattern in this scene are the angel and deer, because 
deer experienced an appearance in the scene for 7 times and experienced a changes 
symbiosis from hegemonic symbiosis to mnemonic symbiosis. While the angel 
experienced appearance in the scene as much as 4 times mnemonic symbiosis. Deer is 
the character which often appears in the scene 2 and represents both in visual and 
text. However, there are some slides that do not display deer visually, but the deer 
appears in the text. It is assumed that the emergence of the deer is being discussed by 
the other characters, so the deer has a role, being talked by others. It means that he 
has a complex role characterization.  
g. SCENE 7 
In the last scene, there are 3 characters that appear are deer, lion and chicken. 
This scene talks about a lion who is regret for having killed his friend that is deer. He 
muttered to himself of his action before. Then he remember about the deer's words. 
He wants to stop eat the other animals again. Then he walk slowly and he took a deep 
breathe. The chicken pointed at him. Meanwhile the lion only stared at the crowd 
confusedly, before he could move an arrow landed right on his heart.  
In scene 7, the lion experienced an appearance of 8 times symbiosis, the 
mnemonic symbiosis. Whereas deer having experienced as much as 2 times 
hegemonic symbiosis. The changes symbiosis experienced by deer is a changes 
symbiosis from mnemonic symbiosis to hegemonic symbiosis. The characters of the 
lion and the deer appear textually and visually, but there are slides where the text box 
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talks about the lion but the lion not speaks directly. It is assumed that the character is 
complex because it is discussed by other characters and has an effect on that 
character. It proven in all slides 1, 3, 5, 6, 8, and 10.  
(scene 7 : slide 1) Lion stood in front of his best friend's dead body, he stared at the blood 
that was caused by himself. 
(SCENE 7: SLIDE 1) 
 
Figure 5.9 
 
(scene 7 : slide 3) Lion muttered to himself as he started to regret his action. 
(SCENE 7: SLIDE 3) 
 
Figure 6.0 
 
(scene 7 : slide 5) Lion slumped down in the ground cried over his best friend's dead body. 
(SCENE 7: SLIDE 5) 
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Figure 6.1 
 
(scene 7 : slide 6) He spent a few hours thinking about the deer's words. 
(SCENE 7: SLIDE 6) 
 
Figure 6.2 
 
(scene 7 : slide 8) Now he would never have a friend like the deer again. Lion took a deep 
breathe then he walked slowly to the forest. 
(SCENE 7: SLIDE 8) 
 
Figure 6.3 
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(scene 7 : slide 10) The hen shouted with finger pointed at lion. Meanwhile the lion only 
stared at the crowd confusedly, before he could move an arrow landed right on his heart. 
(SCENE 7: SLIDE 10) 
 
Figure 6.4 
The dominant role of the pattern in this scene are the lion and deer, because 
the lion experienced an appearance in the scene as much as 8 times the mnemonic 
symbiosis. While the deer experienced an appearance in the scene as much as 2 times 
mnemonic symbiosis. While chicken only experience one time hegemonic symbiosis. 
The lion is the character which appears in scenes and represents both in visual and 
text. However, there are some slides that do not display visually, but appear in the 
text box only. It is assumed that the emergency of character is being discussed by the 
other characters, so it has a role, being talked by others. It means that it has a complex 
role characterization.  
In the adaptive version of Andersen's short story the angel focuses on the 
image, the text used by the maker as a reflection of the image used. Many additions 
and changes character of the story from the original story. The presentation of visual 
into audio visual form is so vast and free so that it adds a lot of items. 
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 In video game adaptation is displayed only focus on one character. It 
synchronizes between visual and text on every slides, it knows that the pattern leads 
to the main character. The main character in the video game adaptation is ―lion‖, 
because the character is intentionally made complex by the maker based on a change 
of symbiosis. Although the lion is not representation from the main character in 
Andersen‘s short story The Angel. In introduction, the lion is intentionally raised in 
the story without showing of visualization. The lion always talked by other characters 
when he does not appear in the display of video games. This character began appears 
in the form of visual and text at the end of the introduction, until the end of the story.   
In the video games has a style where the dominant in the image than the text 
box. Maker adapted the story into video games from Andersen's short story The 
Angel. In addition the maker have been also incorporated their own story ideas into 
the story to be more interesting. The maker also added some characters in the video 
games even though the added character has no representation of the characters in the 
original story of Andersen's The Angel. 
The addition of existing characters in video games, there are some characters 
who experienced changes symbiosis and complex characterization to support the 
story. The changes symbiosis and complex characterization are not experienced by all 
the characters whose mnemonic symbiosis shifts and hegemonic symbiosis because 
the genre in this video game is children literature, same as the Andersen's short story 
The Angel is also children literature. It assumed if the audience of this work is 
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children, then the visual representation should be a representation of the text box so 
that children can understand the story. 
As same as the Andersen's short story The Angel, the story is children 
literature. So the function of image used as illustration of the story has mnemonic 
symbiosis. The maker want to transfer the concept of children literature from 
mnemonic symbiosis of illustration figure 1.1 into video games. It proven by the 
analysis above. It can transferred into video games but added many characters and the 
story which is made of the maker. So the style of the short story of Andersen's short 
story The Angel experienced shifted when transferred into the style of video games.  
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CHAPTER V 
CONCLUSION AND SUGGESTION 
A. Conclusion 
This chapter discusses about the conclusion of the discussion. It is based on 
the result of the data analyzed and it is as to answer the problem statements. The 
finding of the research based on the short story of Andersen‘s The Angel, 68 data are 
found and consisted of 5 data showing mnemonic symbiosis and 63 showing 
hegemonic symbiosis. The presence of mnemonic symbiosis indicates that the 
illustration, the non-diegetic elements, functions as representation of the diegetic 
elements on a story that suggests and supports the diegetic elements. Meanwhile the 
presence of hegemonic symbiosis suggests that diegetic and non-diegetic elements 
are about conflict, an overpowering act. The medium which the overpowering act 
contributes to the tendency elements could be more dominant.  
While in the video game adaptation product, 162 data are found consisting of 
48 showing mnemonic symbiosis and 114 showing that of hegemonic symbiosis. The 
presence of mnemonic symbiosis as the illustration of the non-diegetic elements 
which function as representation of the diegetic elements on a text box in every slide. 
Besides, the presence of hegemonic symbiosis suggests that diegetic and non-diegetic 
elements are conflicting relationship which are dominant than others. Departing from 
this condition occurring on the subtitle text based video game; the pattern of influence 
in the hegemonic symbiosis is recognizable.  
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In the short story and video games adaptation has different style. In short story 
has a style which is more dominant narrative text than the picture. The short story 
concept is "short" and ―story‖, so the function of the image that used is the 
representation of the story content. It is proven from the symbiosis which is formed 
from the mnemonic symbiosis that focus on the short story contents. So the 5 
mnemonic symbiosis (poor sick boy, rose-bush, crutches, flower-pot, seat near his 
bed) are assumed have been represented the all story. 
Meanwhile in the video games has style which is more dominant the picture 
than the text box. Maker adapted the story in the video games from Andersen's short 
story The Angel. In addition the maker also incorporated their own story ideas into 
their story to be more interesting. The maker also added some characters in the video 
games even though the added character has no representation of the characters in the 
original story of Andersen's The Angel. 
The Andersen‘s short story The Angel and the video games adaptation have 
similarities. The similarities are same genre for children literature and the story 
presents using visualization. The function of visualization used as illustration of the 
story has mnemonic symbiosis. The maker of video games adaptation want to 
transferred the concept of children literature from mnemonic symbiosis of illustration 
figure 1.1 into video games. It is proven by the analysis above. It can transferred into 
video games but added and change many characters and also added their own story 
ideas. So the style of the short story of Andersen's The Angel experienced shifted 
when transferred into the style of video games. 
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B. Suggestion  
After conducting this research, the researcher would like to give some 
suggestion especially for English learner. Ludic Linguistics is important to learn in 
order to know the purpose of diegetic and non-diegetic symbiosis. By learning ludic 
linguistics it can help the readers or listeners to understand relationship between the 
diegetic and non-diegetic symbiosis. For other researcher who want to analyze the 
diegetic and non-diegetic symbiosis are available in visual novel adaptation, the first 
they have to do is to play and read the story because different people have different 
interpretation about meaning of the story. Based on the conclusion above, the 
researcher recommend the reader to pay attention on the references of the ludic 
linguistics used in the video games adaptation.  
The researcher hope that the next research especially dealing with the ludic 
linguistics can give more understanding about ludic linguistics. In addition, it can 
help others to get more understanding about the relationship between diegetic and 
non-diegetic symbiosis. The researcher suggests for the next researchers to analyze 
ludic linguistics from the other subjects. Finally, the researcher hopes this research 
gives some additional information and also can be used as a reference by other 
researchers to develop or to conduct other research in linguistics, especially in ludic 
linguistics scope. 
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APPENDICES 
A. Biography of Hans Christian Andersen 
a. Synopsis 
Hans Christian Andersen was born in Odense, Denmark, on April 2, 1805. 
Andersen achieved worldwide fame for writing innovative and influential fairy tales. 
Many of his stories, including "The Ugly Duckling" and "The Princess and the Pea," 
remain classics of the genre. He died in Copenhagen on August 4, 1875. 
b. Early Life 
Hans Christian Andersen was born on April 2, 1805, in Odense, Denmark. 
Hans Andersen Sr. died in 1816, leaving his son and a wife, Anne Marie. While the 
Andersen family was not wealthy, young Hans Christian was educated in boarding 
schools for the privileged. The circumstances of Andersen's education have fueled 
speculation that he was an illegitimate member of the Danish royal family. These 
rumors have never been substantiated. In 1819, Andersen traveled to Copenhagen to 
work as an actor. He returned to school after a short time, supported by a patron 
named Jonas Collin. He began writing during this period, at Collin's urging, but was 
discouraged from continuing by his teachers. 
c. Writing Career 
Andersen's work first gained recognition in 1829, with the publication of a 
short story entitled "A Journey on Foot from Holmen's Canal to the East Point of 
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Amager." He followed this with the publication of a play, a book of poetry and a 
travelogue. The promising young author won a grant from the king, allowing him to 
travel across Europe and further develop his body of work. A novel based on his time 
in Italy, The Improvisator, was published in 1835. The same year, Andersen began 
producing fairy tales. 
Despite his success as a writer up to this point, Andersen did not initially 
attract attention for his writing for children. His next novels, O.T. and Only a Fiddler, 
remained critical favorites. Over the following decades, he continued to write for both 
children and adults, penning several autobiographies, travel narratives and poetry 
extolling the virtues of the Scandinavian people. Meanwhile, critics and consumers 
overlooked volumes including the now-classic stories "The Little Mermaid" and "The 
Emperor's New Clothes." In 1845, English translations of Andersen's folktales and 
stories began to gain the attention of foreign audiences.  
Andersen forged a friendship with acclaimed British novelist Charles 
Dickens, whom he visited in England in 1847 and again a decade later. His stories 
became English-language classics and had a strong influence on subsequent British 
children's authors, including A.A. Milne and Beatrix Potter. Over time, Scandinavian 
audiences discovered Andersen's stories, as did audiences in the United States, Asia 
and across the globe. In 2006, an amusement park based on his work opened in 
Shanghai. His stories have been adapted for stage and screen, including a popular 
animated version of "The Little Mermaid." 
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d. Death 
Andersen sustained a serious injury in 1872 after falling from bed in his 
Copenhagen home. His final publication, a collection of stories, appeared the same 
year. Around this time, he started to show signs of the liver cancer that would take his 
life. The Danish government began commemorating Andersen's life and work before 
his death. Plans got under way to erect a statue of the author, whom the government 
paid a "national treasure" stipend. Andersen died on August 4, 1875, in Copenhagen. 
e. Personal Life 
Although he fell in love many times, Andersen never married. He directed his 
unrequited affections at both men and women, including the famed singer Jenny Lind 
and Danish dancer Harald Scharff. Andersen's personal life has fueled academic 
analyses of possible homoerotic themes in his work. 
A. Short Story of The Angel by Han Christian Andersen  
"Whenever a good child dies, an angel of God comes down from heaven, 
takes the dead child in his arms, spreads out his great white wings, and flies with him 
over all the places which the child had loved during his life. Then he gathers a large 
handful of flowers, which he carries up to the Almighty, that they may bloom more 
brightly in heaven than they do on earth. And the Almighty presses the flowers to His 
heart, but He kisses the flower that pleases Him best, and it receives a voice, and is 
able to join the song of the chorus of bliss." 
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These words were spoken by an angel of God, as he carried a dead child up to 
heaven, and the child listened as if in a dream. Then they passed over well-known 
spots, where the little one had often played, and through beautiful gardens full of 
lovely flowers. 
"Which of these shall we take with us to heaven to be transplanted there?" 
asked the angel. Close by grew a slender, beautiful, rose-bush, but some wicked hand 
had broken the stem, and the half-opened rosebuds hung faded and withered on the 
trailing branches.  
"Poor rose-bush!" said the child, "let us take it with us to heaven, that it may 
bloom above in God's garden." 
The angel took up the rose-bush; then he kissed the child, and the little one 
half opened his eyes. The angel gathered also some beautiful flowers, as well as a few 
humble buttercups and heart's-ease. 
"Now we have flowers enough," said the child; but the angel only nodded, he 
did not fly upward to heaven. 
It was night, and quite still in the great town. Here they remained, and the 
angel hovered over a small, narrow street, in which lay a large heap of straw, ashes, 
and sweepings from the houses of people who had removed. There lay fragments of 
plates, pieces of plaster, rags, old hats, and other rubbish not pleasant to see. Amidst 
all this confusion, the angel pointed to the pieces of a broken flower-pot, and to a 
lump of earth which had fallen out of it. The earth had been kept from falling to 
pieces by the roots of a withered field-flower, which had been thrown amongst the 
rubbish. 
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"We will take this with us," said the angel, "I will tell you why as we fly 
along." And as they flew the angel related the history. 
"Down in that narrow lane, in a low cellar, lived a poor sick boy; he had been 
afflicted from his childhood, and even in his best days he could just manage to walk 
up and down the room on crutches once or twice, but no more. During some days in 
summer, the sunbeams would lie on the floor of the cellar for about half an hour. In 
this spot the poor sick boy would sit warming himself in the sunshine, and watching 
the red blood through his delicate fingers as he held them before his face. Then he 
would say he had been out, yet he knew nothing of the green forest in its spring 
verdure, till a neighbor's son brought him a green bough from a beech-tree. This he 
would place over his head, and fancy that he was in the beech-wood while the sun 
shone, and the birds carolled gayly. One spring day the neighbor's boy brought him 
some field-flowers, and among them was one to which the root still adhered. This he 
carefully planted in a flower-pot, and placed in a window-seat near his bed. And the 
flower had been planted by a fortunate hand, for it grew, put forth fresh shoots, and 
blossomed every year. It became a splendid flower-garden to the sick boy, and his 
little treasure upon earth. He watered it, and cherished it, and took care it should have 
the benefit of every sunbeam that found its way into the cellar, from the earliest 
morning ray to the evening sunset. The flower entwined itself even in his dreams—
for him it bloomed, for him spread its perfume. And it gladdened his eyes, and to the 
flower he turned, even in death, when the Lord called him. He has been one year with 
God. During that time the flower has stood in the window, withered and forgotten, till 
at length cast out among the sweepings into the street, on the day of the lodgers' 
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removal. And this poor flower, withered and faded as it is, we have added to our 
nosegay, because it gave more real joy than the most beautiful flower in the garden of 
a queen." 
"But how do you know all this?" asked the child whom the angel was carrying 
to heaven. 
"I know it," said the angel, "because I myself was the poor sick boy who 
walked upon crutches, and I know my own flower well." 
Then the child opened his eyes and looked into the glorious happy face of the 
angel, and at the same moment they found themselves in that heavenly home where 
all is happiness and joy. And God pressed the dead child to His heart, and wings were 
given him so that he could fly with the angel, hand in hand. Then the Almighty 
pressed all the flowers to His heart; but He kissed the withered field-flower, and it 
received a voice. Then it joined in the song of the angels, who surrounded the throne, 
some near, and others in a distant circle, but all equally happy. They all joined in the 
chorus of praise, both great and small,—the good, happy child, and the poor field-
flower, that once lay withered and cast away on a heap of rubbish in a narrow, dark 
street. 
B. Visual novel subtitles  
SCENE 1 
Whenever an animal with good heart died an angel will come to the earth. The angel will 
grant their one last wish before take their soul to heaven. 
 
One day an angel saw a tiger walked around the forest.  She already knew that the tiger 
was going to die so she waited for him under a big three. 
 
Meanwhile the tiger like usual walked around the forest to protect the dweller from the 
mean Lion.  
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SCENE 2 
"Help!" 
 
The tiger heard a small voice from his left side. He run quickly to the owner of the voice 
and found a familiar pair of long ears in the end of the cliff. 
 
Rabbit was giving up before the tiger came and bit her ears so he could lift her to the 
ground again. 
 
"Are you okay?" 
 
"Are you crazy? I almost died there!" 
 
The tiger sighed because rabbit was okay except her ears. 
 
Before he could speak again he didn't realize that the ground was moving quickly and 
pulled him down to the ravine. 
 
Rabbit froze on her spot when she saw the tiger slipped into ravine. 
 
SCENE 3 
Rabbit run back to the forest and screamed loudly. 
 
"We are free! I kill the tiger!" 
 
"We can go out at night now!" 
 
"Rabbit, you kill the tiger, aren‘t you?" 
 
"He bite my ears before I push him to the ravine with my strength." 
 
The other animals simply nodded and praised her for being brave. 
 
On the other side lion smirked as he knew that his enemy was dead. 
 
"Seems like I will get a lot of food start from today." 
 
SCENE 4 
In the morning everyone woke up because of the hen cried. 
 
"Where is my other son?" 
 
"Rabbit, are you lying? The tiger was still here!" 
 
Chicken pointed at the rabbit who looked confused just like the other animals. 
 
"Maybe your son is somewhere else! You know boys can be a rebel sometimes." 
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But rabbit's answer didn‘t make chicken happy then she went back to her coop with teary 
eyes. 
 
"I swear that he is still here! He eat my child again!" 
 
The hen stomped her feet in anger 
 
On the other hand the deer saw the scene with a big frown, he knew who ate the little 
chicken last night. He always knew who did this all the time then left the forest. 
 
"Why did you do it?" 
 
SCENE 5 
That night deer silently followed lion to the forest, he walked after the king of the woods. 
He sighed in a low voice when he saw lion staring at a lizard. 
 
"Lion, no!" 
 
"What? I can't eat that? Do you expect me to eat grass?" 
 
"I've had enough of your nag!" 
 
The lizard jumped in surprise realizing the big animal was right behind him. 
 
"I eat what I want, stop acting like my mom or I will eat you too." 
 
"Eat me if that makes you stop eating the other animals." 
 
The smallest animal among them run back to the woods, scared if the lion would eat him. 
Lion roared then attacked the deer with his claw, made his own best friend as his dinner. 
 
SCENE 6 
"Tiger?" 
 
Deer asked to himself as he saw tiger who died a long ago stood beside him 
 
"Hello deer" 
 
Tiger answered with a small smile on his face 
 
"But-" 
 
"Hello!" 
A girl with a long dress and a halo on top of her head waving at deer excitedly 
 
"We have been waiting for you since yesterday!" 
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Again with high-pitched and excited voice angel pats the deer's head 
 
"Now, because the deer was finally here, what is your wish before we can go to heaven?" 
 
SCENE 7 
Lion stood in front of his best friend's dead body, he stared at the blood that caused by 
himself. 
 
"What have I done?" 
 
Lion muttered to himself as he started to regret his action. 
 
"I eat my best friend". 
 
Lion slumped down in the ground cried over his best friend's dead body. 
 
He spent a few hours thinking about the deer's words. 
 
"I have to stop to eat other animals" 
 
Now he would never have a friend like the deer again. Lion took a deep breathe then he 
walked slowly to the forest. 
 
"That's him!" 
 
The hen shouted with finger pointed at lion. Meanwhile the lion only stared at the crowd 
confusedly, before he could move an arrow landed right on his heart. 
 
 
C. Short story of Andersen’s The Angel 
Table 1.1 
 Short Story 
Symbiosis Mnemonic Hegemonic 
Characters  Poor sick boy,  
Rose-bush,  
Crutches,  
flower-pot,  
seat near his bed  
 
good child dies, an angel, white wings, flies with him, 
handful of flowers, the Almighty, bloom, heaven, earth, 
flowers, his heart, kisses the flower, dead child, the 
child, they, little one had often played, gardens, 
rosebuds, God‘s garden, buttercups, night, great town, 
they, narrow street, heap of straw, ashes, and sweeping 
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from the houses, fragments of plates, pieces of plaster, 
rags, old hats, broken flower-pot, the rubbish, narrow 
lane, Sunbeam,  the red blood through his delicate 
fingers, low cellar, summer, red blood through his 
delicate fingers, green forest, spring, neighbor‘s son, 
birds, little treasure, watered it, evening sunset, 
entwined itself, it bloomed, the Lord, God, the window, 
withered, the garden of a queen, the child, heavenly 
home, dead child, wings, Almighty, surrounded the 
throne, distant circle, the chorus of praise, happy child, 
the poor field-flower, rubbish, a narrow, dark street.  
 
D. Visual Novel Adaptation 
Table 1.2 
 Scene 1 
 Slide 1 Slide 2 Slide 3 
Symbiosis Mnemonic Hegemonic Mnemonic hegemonic mnemonic Hegemonic 
Characters  An angel An animal An angel A tiger The forest The tiger 
 The earth Their Forest Tiger 
going to 
die 
 Dweller 
 The angel Heaven  She  Big tree  Lion  
 Scene 2 
 Slide 1 Slide 2 Slide 3 
Symbiosis Mnemonic Hegemonic Mnemonic Hegemonic Mnemonic Hegemonic 
Characters  Rabbit  Help  Pair long 
ears 
The tiger Rabbit  The tiger 
    The cliff  Ground  
      Bit  
 Scene 2 
 Slide 4 Slide 5 Slide 6 
Symbiosis Mnemonic Hegemonic Mnemonic Hegemonic Mnemonic Hegemonic 
Characters  - Lion  Rabbit You  The tiger sighed 
  You    Rabbit   
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 Scene 2 Scene 3 
 Slide 7 Slide 8 Slide 1 
Symbiosis Mnemonic Hegemonic Mnemonic Hegemonic Mnemonic Hegemonic 
Characters  Pair long 
ears 
Pulled him  Rabbit  Froze Rabbit  Scream 
  The ravine The tiger Ravine  Run back  
     The forest  
 Scene 3 
 Slide 2 Slide 3 Slide 4 
Symbiosis Mnemonic Hegemonic Mnemonic Hegemonic Mnemonic Hegemonic 
Characters  Rabbit  We Little 
chicken 
Rabbit  Chicken  Rabbit  
  The tiger  The tiger  The tiger 
 Scene 3 
 Slide 5 Slide 6 Slide 7 
Symbiosis Mnemonic Hegemonic Mnemonic Hegemonic Mnemonic Hegemonic 
Characters  Rabbit  Bite  - The other 
animal 
 Lion  
  I push him  Simply 
nodded 
 His enemy 
was dead 
  The ravine     
 Scene 3 Scene 4 
 Slide 8 Slide 1 Slide 2 
Symbiosis Mnemonic Hegemonic Mnemonic Hegemonic Mnemonic Hegemonic 
Characters  Lion  Lot of food Hen  In the 
morning 
Chicken  Rabbit  
    Everyone 
woke up 
 The tiger 
    cried  Still here 
 Scene 4 
 Slide 3 Slide 4 Slide 5 
Symbiosis Mnemonic Hegemonic Mnemonic Hegemonic Mnemonic Hegemonic 
Characters  Chicken  Pointed Rabbit  Your son Rabbit Happy 
  The rabbit   Chicken  Coop  
  Other 
animals 
    
 Scene 4 
 Slide 6 Slide 7 Slide 8 
Symbiosis Mnemonic Hegemonic Mnemonic Hegemonic Mnemonic Hegemonic 
Characters  Chicken  He still 
here 
The hen Stomped 
her feet 
The forest  The deer  
  He   Anger   Little 
chicken 
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  My child    Last night 
 Scene 4 Scene 5 
 Slide 9 Slide 1 Slide 2 
Symbiosis Mnemonic Hegemonic Mnemonic Hegemonic Mnemonic Hegemonic 
Characters  Deer  You  The forest Night  Deer  Lion, no! 
   The wood Lion    
    walked   
    Lizard   
 Scene 5 
 Slide 3 Slide 4 Slide 5 
Symbiosis Mnemonic Hegemonic Mnemonic Hegemonic Mnemonic Hegemonic 
Characters  Lion  What? Lion  Your nag - The lizard 
 grass I can‘t eat 
that? 
   The big 
animal 
  You     Behind  
him 
 Scene 5 
 Slide 6 Slide 7 Slide 8 
Symbiosis Mnemonic Hegemonic Mnemonic Hegemonic Mnemonic Hegemonic 
Characters  e Lion  My mom Deer  Eat me The 
woods 
The 
smallest 
  You   The other 
animals 
 Animal 
      Them 
      Run back 
      The lion 
      Eat  
      Lion  
      Attack the 
deer  
 Scene 6 
 Slide 1 Slide 2 Slide 3 
Symbiosis Mnemonic Hegemonic Mnemonic Hegemonic Mnemonic Hegemonic 
Characters  Deer  Tiger  Deer Stood 
beside him 
Tiger  Hello  
   Tiger  Deer   
 Scene 6 
 Slide 4 Slide 5 Slide 6 
Symbiosis Mnemonic Hegemonic Mnemonic Hegemonic Mnemonic Hegemonic 
Characters  Tiger  Small 
smile  
Deer But-  Angel  - 
     hello  
 Scene 6 
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 Slide 7 Slide 8 Slide 9 
Symbiosis Mnemonic Hegemonic Mnemonic Hegemonic Mnemonic Hegemonic 
Characters  A girl  A halo Angel  You  Angel High-
pitched 
 Long 
dress 
Deer 
excitedly  
We     
 The deer      
 Scene 6 Slide 7 
 Slide 10 Slide 1 Slide 2 
Symbiosis Mnemonic Hegemonic Mnemonic Hegemonic Mnemonic Hegemonic 
Characters  Angel  Heaven  Lion  His best 
friend‘s 
dead body 
Lion  What I 
have done? 
 The deer  Stood  The blood   
 we      
 Scene 7 
 Slide 3 Slide 4 Slide 5 
Symbiosis Mnemonic Hegemonic Mnemonic Hegemonic Mnemonic Hegemonic 
Characters  Lion  Muttered  Lion  I eat my 
best friend 
Lion  Slump 
down 
  His action    Cried  
      His best 
friend‘s 
dead body 
 Scene 7 
 Slide 6 Slide 7 Slide 8 
Symbiosis Mnemonic Hegemonic Mnemonic Hegemonic Mnemonic Hegemonic 
Characters  He  The deer‘s 
words 
Lion  Other 
animals 
Lion  The deer 
     The forest Took a 
deep 
breath 
      He walked 
slowly 
 Scene 7 
 Slide 9 Slide 10  
Symbiosis Mnemonic Hegemonic Mnemonic Hegemonic   
Characters  Him  Chicken  The lion  The crowd    
    Arrow on 
his heart  
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A. Illustration of The Angel of Andersens short story 
 
Appendices 1.1 
(Illustration of The Angel) 
 
 
 
 
 
 
B. Screenshot of Video Games Adaptation 
Appendices 1.2 
(Cover of video games adaptation) 
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Appendices 1.3 
(Scene 1 slide 1) 
 
 
Appendices 1.4 
(Scene 1 slide 2) 
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Appendices 1.5 
(Scene 1 slide 3) 
 
 
Appendices 1.6 
(Scene 2 slide 1) 
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